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PASS* 1 

DRAW ONLY OPAQUE OBJECT WHILE 
EXECUTING HIDDEN SURFACE REMOVAL 
BY Z-BUFFER ALGORITHM. ALSO UPDATE 
Z-BUFFER IN THIS PASS. 



PASS* 2 

BLEND ONLY SEMTTRANSPARENT OBJECT 
BY EQUATION (1) WHILE EXECUTING 
HIDDEN SURFACE REMOVAL BY Z-BUFFER 
ALGORITHM. .NOT UPDATE Z-BUFFER IN 
THIS PASS. J*> 



BLENT) ONLY SEMTTRANSPARENT OBJECT 
BY EQUATION (1) WHILE EXECUTING 
HIDDEN SURFACE REMOVAL BY Z-BUFFER 
ALGORITHM. ALSO UPDATE Z-BUFFER IN 
THIS PASS. 
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